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Abstract 

The purpose of this study was to examine the effects of playing video games on 
schoolwork and desire to commit crime in college students. Students were given a survey 

with related questions to understand the effects, if any. Specifically, the survey 
determined the amount of hours spent playing video games on a weekly basis, and the 
answers were used in comparison to the answers of the questions that followed. Hours 
were calculated using a Likert scale, and used a range of less than 2 to 15 or more hours 
each week. To determine video games' relation to schoolwork, a similar Likert scale was 

used to calculate hours spent each week on homework. The purpose of asking these 
questions was to examine whether the hours of schoolwork would be less than those of 
hours of video game playing. The study also asked the question if a student had 

committed a crime. The prediction was that as the hours of video game playing increased, 
the likelihood of a crime did as well. The study concluded that this was true, and video 
games had no effect whatsoever on a student's schoolwork or criminal history. 
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Video Games and Their Effects on Cognitions of a College Student 

Throughout history, since the conception of video games and their slow, yet 
prominent entrance into our society, questions have been raised about whether or not 
video games have a positive or negative influence. These questions, while bringing about 
many excellent points and factual information, tend to spawn because of individual 
behaviors of specific people. School shootings and similar events in history, while posing 
significant relevance to certain video games, have been in question only because there are 
few other reasons to be found that could bring these events to happen in our world. 
Children of all walks of the world are known to play video games, and only a small 
percentage of children go on to do acts frowned upon. These are said to be caused by 

video games. 

While children are the most impressionable, being at such a young age, often it is 
wondered whether or not students at the college level are equally impressionable. At this 
age, most students are beyond the age limits of video games placed by the ESRB, and 
have access to games some children do not. The fact that students can play games with 
violent and inappropriate themes opens the floor to questions about their behaviors, and 
whether or not they are affected. 

Many entertainment software users are well educated. Three-quarters (74%) have 
attended some college, earned a bachelor's degree, and/or completed postgraduate work 
(Anders, 1999). Because of that statement, this survey is more important than any other 

survey conducted to determine the effects of video games on college students. The 
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necessity to examine both the positive and the negative cognitions college students 
portray proves to be important solely because of how video games are marketed. 
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Do video games play an important role in the behavioral responsibilities of a 
college student? Ever since their conception into daily life, most would assume the 
effects of playing video games are negative. However, authors on the subject, each of 
different backgrounds and professions, show that this is not always true. Going into this 

study with a minimal amount of background knowledge on the subject, there is plenty to 
learn about the behavioral studies of students and their cognitive abilities in relation to 
video games. Looking into the positive, negative, and neutral effects of video games on 
the mind is important in decided whether or not there is a definite relation between 
behavior and game playing. 

To get a glimpse at how the entertainment industry inducted video games into our 
media, Richard Felson went into great depth of the history of entertainment, and the 
violence associated with it, a common theme in popular video games played by your 
average scholar. He began with a very conclusive, inarguable statement that, "Watching 

violence is a very popular form of entertainment". His article was written in 1996, yet 
still manages to entirely sum up our entertainment industry's backbone, violence, as a 
definite cause of change in behavior for people of all ages, not just college aged students. 
The goal of his research decided whether media violence has a casual effect on the 
aggressive behavior of viewers, which he concluded that it does. However, although his 

research included impressive resources and plenty of extended experimentation, his 
research did not focus on video games' effects on people, but rather all media 
conclusively. 
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Richard Felson did write an impressive article that really exemplified and proved 
that violence and negative morals in the media effect overall behavior. In regard to the 
research I am doing, his article holds only a small argument in the long run mostly 
because of the date it was written and the lack of support in arguing about video games. 

Wolfgang Bosche wrote a more recent take on aggression and violence being a 
major cognitive reflex to such medias. Bosche 's thesis on the mere visual presentation of 
a gun facilitating aggressive behavior truly stood as an example of how even the simplest 
"sinful" themes can warm a person up to the thought that such themes are normal in 
society. It was the examples like that and, "the "bloody" version of Mortal Kombat has 
been sold seven times more often than its toned-down version". Mortal Kombat is a 
video game that was originally played with all of its blood and gore in arcades, until it 
was brought to home consoles and changed. As Felson proved with his knowledge on 
violence in the media, the phenomenon of its popularity stands. 

However, Bosche did not stop at defining video games and violence as an always- 
true statement. Bosche provided a look further into the cognitions of the adult mind. He 

identified video games and violence as being positive as well. His first example, "It is 

conceivable that a player understands aggressive stimuli as being "not for real" or not 
really hazardous, but rather virtual, and habitual violent video game players often 
emphasize the idea of a game-reality distinction," is an important way of thinking 
because of the differences in reality and a virtual reality, and a college students 
understood knowledge to differ between them. 
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Essentially Bosche provides a good argument between what Felson set as a 
general guideline for violence in the media, and questions whether video games can be a 
positive way of affecting the mind. To sum, Bosche proves that video games do in fact 
affect the cognitive abilities of an adult, and whether the effects are positive or negative 
depends on the player and the relation to the content of the video game. 

Entirely in a neutral, unbiased study, Graham Huff and Frances Collinson did a 
study on video games and an increased desire to do crimes. They surveyed amongst 100 
trainees in a youth custody center about their game playing habits and its relation to their 
crime. At the end of their survey, there was no conclusion made considering that each of 

their groups of players did so to an equal degree. Claimed to be only a preliminary study, 
the results still show an interesting take on what Felson said, along with what Bosche 
explained. Their research nearly proved that whether a positive or negative effect was 
made on a video game player, there was still an effect regardless. Here, Huff and 

Collinson proved with a survey that there is no evidence of video games being a present 
catalyst in how a person acts by saying, "It appears that both activities are engaged in to 
an almost equal degree, both by those who play video games for recreational reasons, and 
by those who say they have committed crime in order to pursue their interests." 

However interesting it was that video games could produce both positive and 
negative effects on people of any age, along with producing no effect at all, Huff and 
Collinson did reach a few conclusions about criminals who reported playing video 
games. "They took time off work, and neglected food, to a greater extent than the "non- 
criminal" players." The journal also claimed there was more relationship problems to be 
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reported as well in the criminal group. As the research suggests, there are too many 
variables to account for, even in a small sample size of 100. Essentially there is no real 
way of measuring a large number of people's similar reactions to playing video games. 

Kelly Anders offered a view on the subject from a marketing standpoint, 
comparing and contrasting the pros and cons of sex and violence in the video game 
market. Her authorship on this topic shed light on important notes, speaking on behalf on 

safety. She linked the beginnings of concern on behavior due to the playing of video 
games on the event of Columbine in Littleton, Colo, in which avid playing students 
murdered 12 of their classmates. However, what is interesting between Anders' article 
and Bosche 's is that Bosche studied the adult mind, in persons ranging from 20 to any 
other older age where Anders researched children because of the Columbine incident. 
Bosche explained that there could be positive and negative effects, thus arguing the fact 
that video games are responsible for their violent behavior. Huff and Collinson's study 
also proved that video games did not necessarily bring about poor behavior in different 
criminals. Anders reported on the ESRB's rating system, which only rates to discern 
parents from allowing their children to play certain games, possibly violent and/or related 
to sex. However, at the time the article was written, "Seventy percent of the games rated 
by the Entertainment Software Rating Board (ESRB) were rated "Everyone," or 
appropriate for all audiences." 

Between all of the articles, there are many outliers and exceptions in each study. 
There are groups where people can be unaffected by video game themes, as stated by 
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Huff and Collinson. Even in that group there were those who still continue to commit 
crimes, despite not showing any results from being exposed to violence. There is no set 
guidelines, or a specific type of person who does show effects. This is true for children, 
teens, college students and adults. 

Mary Fran Daley took all of the knowledge I've gathered from the other 
journals/articles and provided another angle in which to look at video games on people's 
behavior. Daley goes into depth on the subject of video games being a method of 
teaching, with no negativity resulting from playing. Daley is an MIT professor who deals 
exclusively with college level students, and even teaches the creation of video games. 

Her studies focused on the troubles video games cause, from ignorance to negligence, but 
essentially proved that in three different ways video games are strictly positive for 
cognitive skills. Her studies divided students between their learning abilities, identifying 
some as "difficult" students. However, her fundamental statement in teaching all of the 

students is, "Technology is not the element we seek — it is not the thinking, the creating, 
the sharing, the growing — but it certainly can be a catalyst we cannot ignore in achieving 
these goals." 

"Games are about pasting together bits of logic into rules." This summary argues 
Huff and Collinson' s conclusion that video games do not define how a person acts. 
However, considering how Daley is in fact a teacher in video game arts, this could be a 
method she applies to her teaching rather than a conclusive statement on college level 
students' behavior. He conditioning of future video game makers of the world adds a 
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positive future for video game players to come. Daley uses her own knowledge of the 
real world, and how society expects people to act, and creates games in which to teach 
others those same rules. This outlook on games is especially important in understanding 

where games come from, just as important as the studies of Anders. 

Anders looked at video games on a mass distribution level, trying to protect our 
future students from the conditioning properties of video games because of an event in 
Colorado. Huff and Collinson peered into the minds of our society's current criminals, 

and whether the themes that Anders sought to protect people from were actually a factor. 
Felson identified and defined the violence and "sinful" themes in our video games, and 
claimed that they are a contributing factor. Bosche exclaimed that video games are not 

always negative, but also positive, just as Anders did. Each author uses their research as a 
method of teaching, rather than as a set of rules. None of the authors ever claimed that 
their article was an end-all to studying cognitive effects of video games on people of 
today's world. 

Instead of saying that video games created criminals and outlaws out of people, 
Daley simply just stated that not all students are created equal. Her ways of teaching 

included providing extra attention to "difficult" students, and stated, "video games 
certainly impacted the learning of students who were gifted in their own ways but turned 
off by other means of schooling." 

This sums up that every person's background is not the same, from the day of birth 
to their introduction into college life. As known, every student can't be taught equally, 
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and how they chose to learn what they do know is extremely important in whether video 
games will affect their behavior. For instance, if a student only learned from video 

games, that student would essentially prove to be warmed up to the thought of violence 
and sex themes being present in every day life, where another student would not be as 
comfortable with those themes. So, as Huff and Collinson stated, it takes more than just 
video games to affect the cognitive abilities and behavior of students. 

There is no evidence in any of the articles of video games being a significant 
catalyst in a student's behavior. Although it may appear that way because of the 
extremely suggestive themes in some video games, each author has proved that outside 
factors contribute more than a video game could. This was exemplified in Bosche's 

statement about Mortal Kombat. The game originated as a bloody fighting game, and was 
then stripped of the gore and brought to the homes of America's future students. There is 
no apparent change in the violence of these students over any extended period of time 
because of this. Huff and Collinson' s study was conducted on people who may have had 
access to that game in its original state, and still there was inconclusive data on it having 
any effect on the criminals or their crimes. 

In sum, there is not a definite study in these readings that identify video games as 
having an effect on students' behavior. There are cases in which they do in fact have 
somewhat of a conditioning effect on a student, but there also cases where no effect takes 
place. The effects are not always negative, which is usually assumed as the opposite. 

Video games do not provide an important role in the psychology of a college student. 
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Methods 

Published articles written previously have come to varying conclusions on video 
games and their effects on various generations of people. This study was conducted to 
conclude for the college level generation whether or not their habits of video game 
playing affected their coursework and criminal behavior. 

The study conducted required the use of a survey. The survey was created to 
generate an idea of the college students' behaviors in relation to the hypothesis that video 
games do in fact affect them. Based on that idea, the survey was set to conclude that if a 
student spent more hours on video games than homework, they would be more likely to 
commit crimes. Also, if a student spent more time playing video games, then their 
estimated GPA would be lower than that of a student who used their time more on 
homework. 

Participants 

The participants in this study were all members of Spenser Kimball's Research 
Methods class, on Tuesdays and Thursdays at 3:05pm. Each member of the class is a 

student at Salem State University and eligible for this study. Of these students, 36% were 

female, while 64% were male, out of a class of 1 1 at the time. The participants 

voluntarily distinguished their grade level, ranging from freshmen to seniors. 0% was 

freshmen, 18% were sophomores, 64% were juniors, and 18% were seniors. The average 
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student in the study was a male in the junior class, which was used primarily to identify a 
rational result for the survey. 

Procedure 

Participants completed a survey consisting of six questions. Two of those 
questions had no significance in the results of the survey, but helped define the 
participants of the survey. The final four questions were used to identify any relation 

between video games and behavior in and out of a school environment. None of the 
participants skipped or left any answers purposefully blank. The questions were, "What is 

your estimated GPA?" "How much time a week do you spend playing video games?" 
"How much time a week do you spend doing homework?" and "Have you ever 
committed a crime?" Each question was measured in hypothetical variables, to be later 
formed into a data sheet and inferred in groups. 

Results 

The first hypothesis was that if a student spent more time playing video games 
than doing homework, they were more likely to have committed a crime. Out of the 1 1 
students in the sample, there was only one person who played more video games than did 
homework. That person spent exactly double the amount of time playing video games, 

yet did not commit a crime. There was one other example where a person spent the same 
amount of time doing homework as playing games, and that person did commit a crime, 
yet estimated his GPA to be between a 3.0 and a 4.0. This disproves the hypothesis. 
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The second hypotheses stated that a student's GPA would be lower than anyone 
else who spent more time on homework, and used that time to play video games. 

However, 45% of the students reported having a GPA between 3.0 and 4.0, and of those 
students they also claimed the most hours spent playing video games. 

The third hypothesis claimed that those who committed crimes would have more 
hours spent on video games than anything else. However, of the 27% of students who 
claimed to have committed a crime, each one also claimed to have an equal or greater 
amount of time spent doing homework than playing video games. 

Discussion 

The results of the survey disproved every hypothesis. There were no examples 
where schoolwork and video game playing correlated at any point between desire and 
willingness to commit a crime. Every student who had committed a crime typically had 

more hours dedicated to homework than playing video games. 

The primary goal of the research was to prove that video games do have an effect 
on students, regardless of whether or not that effect was positive or negative. However, in 
the sample of 1 1 students, none displayed any results that proved the correlation between 
video games and cognitive abilities. This goes against the research of Richard Felson, 
and his conclusion that there is an effect from exposure to video games, and lines up with 
the results of Huff & Collinson's experiment. Huff & Collinson proved that video games 

do not take any responsibility in the cognitive abilities of juvenile samples. This study 
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proved that video games do not take any responsibility in college students' cognitive 
abilities. 

Limitations 

Despite having a relatively exclusive and small sample size, this survey ignored 
asking key questions related to a person's cognitions. Students are unfortunately complex 
subjects, with behaviors that are far from equal or even similar. Aside from video game 

playing, students are also exposed to television, the Internet, radio, and many other forms 
of media that could display equally questionable themes, similar to those in video games 
that are accused of causing negative implications. Perhaps if this study weighed the 
amount of time spent watching television against playing games, it would be clearer to 
relate it to the student's admission of committing a crime. 

Also, the survey conducted failed to question what types of video games were 
being played. If the one student who did not commit a crime, but played more games than 
any other student was only playing positive and educational games, the results would be 
able to infer why they did not commit a crime. 

In addition to defining video games and other sources of media, the definition of a 
college student was not clear. Most of the students were in their second or third years of 
college, and most likely had outside lives that disabled them from being able to play as 
many games as the younger students. An intervening factor that was ignored in the 

survey was what their life outside of school consisted of. 



Video Game Effects 17 

Future Research/Conclusion 

In a future study, based off of this one and the experiment done by Huff & 
Collinson, a content analysis would be the only sure-fire way of concluding whether or 
not video games are responsible for negative behaviors in people. The next and only way 
of finding out would be to examine video games, and debate amongst groups of people 
their reactions and inferences. This study would have to be performed on children. 

Because Huff & Collinson did their study on juveniles, typically teenagers, and this study 
was based on college-level students, the next study would have to take the only 
generation left to be impressionable. If the children prove to be impressionable by the 
media in the video games, that could only mean that our society needs to focus more on 
the content displayed to our youth. 

A future study would also have to take into account other forms of media. It's 
obvious that there is no person who only subjects themselves to video games; so taking 
into account the other types of impressionable media could prove valuable. 

This research concluded that video games hold no responsibility in crimes 
committed by students at the college level. The study did not ask when the crime was 

committed, or even how serious the crime was. It assumed that all crimes are equal, and 
was executed at a time recent to the time the survey was taken. The survey did not and 
cannot account for misbehavior, lashing out, or negative behavior that did not result in 
any type of arrest. 

In addition to proving that video games have no effect on the cognitions of a 
college student, it also proved that college students have other influences in their lives 
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that supersede those of video games. There is no evidence that video games can affect a 
person in any age group. 
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Data 



Grade 



Gender Level GPA 

12 3 

2 2 4 

3 2 4 

4 2 2 

5 13 

6 13 

7 13 

8 13 

9 13 

10 1 2 

11 1 3 



VG Hours HW Hours Crime 



3 12 2 

4 12 2 

3 14 1 

4 2 2 1 

3 2 2 2 

4 3 3 1 
4 4 2 2 
4 13 2 
3 13 2 
3 12 2 
3 12 2 
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Survey 

My name is Cameron Little. I am conducting a survey as part of research on video 
games and college students. If you are at least 18 years old, you are eligible to participate 
in the survey. 

Your participation is completely voluntary, and your responses will be completely 
anonymous. The data I collect will be analyzed at the group level only. You do not 
have to answer any question you'd rather not answer. There are no consequences if you 
decide not to complete the survey. By filling out this survey you are consenting to 
participate. 



Please answer the following questions: 

What is your gender? : M F 

What is your grade level? : F So J S 

What is your estimated GP A? : < 1.0 1.0-2.0 2.0-3.0 3.0-4.0 

How much time a week do you spend playing video games? : 

< 2 Hours 2-5 Hours 5-10 Hours 10-15 Hours > 15 Hours 

How much time a week do you spend doing homework? : 

< 2 Hours 2-5 Hours 5-10 Hours 10-15 Hours > 15 Hours 



Have you ever committed a crime? : 



Yes No 



